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Abstract
Although the value of serious games in education is undeniable and the potential
benefits of using video games as ideal companions to classroom instruction is
unquestionable, there is still little consensus on the game features supporting learning
effectiveness, the process by which games engage learners, and the types of learning
outcomes that can be achieved through game play. Our aim in this discussion is precisely
to advance in this direction by providing evidence of some of the factors influencing the
learning effectiveness of a serious game called Itâ€™s a Deal! T his serious game was
created for the purpose of teaching intercultural business communication between
Spaniards and Britons in business settings in which English is used as the lingua franca.
T his paper hypothesizes that the immersive, all-embracing and interactive learning
environment provided by the video game to its users may contribute to develop and
enhance their intercultural communicative competence. T he study attempts to answer

three main research questions: (a) after playing Itâ€™s a Deal!, did the students
sampled improve their intercultural awareness, intercultural knowledge and intercultural
communicative competence in business English? (b) If they improved their intercultural
learning, what are the factors influencing such improvement? And (c) if they did not
improve their intercultural learning, what are the factors influencing such failure? T he
game participants who volunteered to take part in the study were all students of English
Studies at the University of Alicante in the academic year 2010â€“2011. One hundred and
six students completed both the pre-test and the post-test questionnaires, and played
Itâ€™s a Deal! A sample of fifty students was selected randomly for the empirical
study. T he results obtained in the tests performed were compared and contrasted intragroup, both qualitatively and quantitatively, for the purpose of finding any statistically
significant difference that may confirm whether or not there was an improvement in the
studentsâ€™ intercultural communicative competence in business English as a result of
the implementation of the Itâ€™s a Deal! serious game. Findings of this study
demonstrate that the video game is an effective learning tool for the teaching of
intercultural communication between Spaniards and Britons in business settings in which
English is used as the lingua franca. In particular, whereas the game had a small
learning effect on intercultural awareness and a medium learning effect on intercultural
knowledge, it had a large learning effect on intercultural communicative competence.
T he study also documents correlating factors that make serious games effective, since
it shows that the learning effectiveness of Itâ€™s a Deal! stems from the correct
balance of the different dimensions involved in the creation of serious games, specifically
instructional content, game dimensions, game cycle, debriefing, perceived educational
value, transfer of learnt skills and intrinsic motivation.
Highlights
â–º We examine the effectiveness of using a serious game in the teaching of
intercultural communication. â–º T he students sampled largely improved their ICC in
business English. â–º T he study attempts to elicit factors influencing learning
effectiveness. â–º T he study reveals that the balanced design of the game is a key factor
for learning effectiveness.
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